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-oystem 
Requirements 


License stuff 


IBM is a registered trademark of International Business 
Machines, Inc. 

Maxis and SimCity are registered trademarks and SimCity 
2000 is a trademark of Sim-Business. 

Windows isa registered trademark of Microsoft Corporation. 

Sound Blaster and Wave Blaster are trademarks of Creative 
Labs, Inc. 
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IBM or 100% compatible computer, 386 or above 

4 MB RAM minimum, hard drive with 6 MB free and Microsoft- 
compatible mouse 

Super VGA graphics card and monitor capable of displaying 640 
x 480 x 256 colors (512K Video RAM) 

Creative Labs Sound Blaster 16 (Wave Blaster optional) 

CD-ROM drive 

MS-DOS 3.3 or above 


Note: Check these requirements carefully! This version of 
SimCity 2000 is part ofa bundle with a sound card and/or CD- 
ROM drive. Just because the card and/or CD-ROM work on 
your computer doesn’t guarantee that SimCity 2000 will! 


MAXIS 

2 Theatre Square, Orinda, CA 94563-3346 — Tel: 510-254-9700 —- Fax: 510-253-3736 
Software copyright 1993 Sim-Business, Will Wright and Fred Haslam. All rights reserved worldwide. 
Manual copyright 1993, Sim-Business. All rights reserved worldwide. 

Quick Start Guide copyright 1994, Sim-Business. All rights reserved worldwide. No portion of the 
manual or this Quick Start Guide may be copied, reproduced, translated or reduced to any electronic 
medium or machine-readable form without the prior written consent of Sim-Business. 


Maxis Software License Agreement 
SIMCITY 2000 AND ITS INSTALLATION PROGRAM ARE LICENSED BY MAXIS TO YOU FOR YOUR NON-EXCLUSIVE 


USE ON A SINGLE COMPUTER SYSTEM PER THE TERMS SET FORTH BELOW. 


License 

You have the non-exclusive right to use SimCity 2000 and its Installation program on a single computer. You may not 
electronically transfer the programs from one computer to another over a network. You may not distribute copies of the 
program or documentation to others. You may make one (1) copy of the program disks solely for backup purposes. 
If you install the program on a hard disk or other mass-storage device, a copy made of the program, as installed, as 
apart of, and solely for, archive purposes is also permitted. You may transfer the software from one computer to another 
on a permanent basis only, and only when all copies of the software on the original computer are removed on a 
permanent basis. YOU MAY NOT USE, COPY, MODIFY, SUBLICENSE, RENT, LEASE, CONVEY, TRANSLATE, OR 
TRANSFER THE PROGRAMS OR DOCUMENTATION, OR ANY COPY EXCEPT AS EXPRESSLY PROVIDED IN THIS 
AGREEMENT. YOU MAY NOT CONVERT THE SOFTWARE TO ANY PROGRAMMING LANGUAGE OR FORMAT, 
DECOMPILE OR DISASSEMBLE THE SOFTWARE OR ANY COPY, MODIFICATION OR MERGED PORTION, IN WHOLE 
OR IN PART. 


Limited Warranty 

SIMCITY 2000 AND ITS INSTALLATION PROGRAM ARE PROVIDED “AS IS” WITHOUT WARRANTY OF ANY KIND 
EITHER EXPRESSED OR IMPLIED, INCLUDING BUT NOT LIMITED TO THE IMPLIED WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. THE ENTIRE RISK AS TO THE RESULTS 
AND PERFORMANCE OF THE PROGRAMS ARE ASSUMED BY YOU. MAXIS DOES NOT WARRANT THAT THE 
FUNCTIONS CONTAINED IN THE PROGRAMS WILL MEET YOUR REQUIREMENTS OR THAT THE OPERATION 
OF THE PROGRAMS WILL BE UNINTERRUPTED OR ERROR FREE. The sole and exclusive remedy available to 
the purchaser or user of this software and accompanying documentation is a refund or replacement of the 


product, at the option of Maxis. 
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Your CD-ROM drive, sound card and all necessary software 
drivers must be properly installed in your computer before 
you can install or play SimCity 2000. If you have any ques- 
tions or problems with your sound card or CD-ROM drive, 
contact Creative Labs Technical Support. 


SimCity 2000 must be installed to a hard disk before use. Here’s 
how to do it: 


1. Put the CD-ROM disk with SimCity 2000 on it into your CD drive. 


2. Type D: [Enter] or E: [Enter] or Whatever letter has been 
assigned to your CD-ROM: [Enter]. (Don’t forget the colon!) 


3. Type INSTSC2 [Enter]. 
4. Follow the instructions on the screen: enter your name when 
asked, and answer any questions when prompted. 


5. After installation, make sure you are in the proper directory 
of your hard drive (default C:\SC2000), and typeSC2000 [Enter]. 


This Quick Start Guide will help buyers of Creative Labs sound 
card and/or CD-ROM bundles to get started with SimCity 2000. It 
includes: 


¢ Installation instructions 

e An introduction to the game 

e A mini-tutorial 

e A number of game notes 

e Plenty of troubleshooting information, and 
e Reference charts 


A complete printed SimCity 2000 manual is also included in the 
package. it contains: 


e Two additional advanced tutorials 

e Acomplete reference section including game-winning strategies 
e A Gallery of city-related art and writing, and 

e Alot more 


Creative Labs DOS CD-ROM Bundle 


WARNING! 


Installing and 
starting 
aimeity e000 


Note: Ifyou have anyprob- 
lems with installing or 
starting SimCity 2000, see 
“Troubleshooting” on 


page 18. 


About This Quick 
Start Guide and the 
SimCity 2000 
Manual 
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SPUN CITY et 
Welcome! 


Welcome to SimCity 2000. 


When you play SimCity 2000, you become the planner, designer 
and mayor ofan unlimited number of cities. You can take over and 
run any of the included scenario cities, or build your own from the 
ground up. 


You're in charge. You can choose to build small, rural towns, or 
huge bustling megalopolises. As you design and build your cities, 
simulated citizens, known as Sims, movein and build their homes, 
stores and workplaces, raise their families and invite their friends. 
If your city is a nice place to live, your population will increase. If 
it’s not, your Sims will leave town. And be assured that they'll let 
you know what they think about you and your policies. 


One of the toughest challenges of SimCity 2000 is to maintain a 
huge city without sacrificing your Sims’ quality of life, without 
going broke maintaining the infrastructure, and without raising 
taxes so high that businesses relocate. SimCity 2000 lets you face 
the same dilemmas that mayors all over the world are facing. 
We’ve all said at one time or another that we could do a better job 
than our elected officials—here’s your chance to prove it. 


SimCity 2000 is primarily a “building” game, where you create and 
try to increase the size of your cities—but you also have plenty of 
opportunities to destroy. From bulldozers to earthquakes to air 
crashes, the implements of destruction are only a mouse-click 
away. But remember, it’s a lot more challenging to build than to 
destroy, and the lives, hopes and dreams of millions of Sims are 
in your hands. 


Page 4 
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To prepare you for building your cities, here is a basic explanation 
of exactly what a city in SimCity 2000 is made of. 


While SimCity has many layers of complexity and lots and lots of 
features and all sorts of stuff to put in your city, it’s fairly easy to 
get a small city started. All you need is: 


e A place for the Sims to live: a residential zone 
e A place for the Sims to work: an industrial zone 


e A place for the Sims to shop and conduct business: 
a commercial zone 


e A source of power: a power plant 


e A way to get the power from the power plant to the zones: 
power lines 


e A way for Sims to travel between work, home and shops: 
roads 


That’s all you need to build, and Sims with that pioneering spirit 
will move into your city and build their own houses, factories and 
offices. They'll drive their cars and carry on business and com- 
plain about taxes. If you build it, they will simulate. 


Once your city has begun to grow, you can add: 
e More zones with different density levels 
e Multiple above- and below-ground means of transportation 
e A complete water system 
¢ Custom landscaping 
e Airports and seaports 
e Police and fire stations 
e Educational and recreational facilities 
e A whole lot more 


Enough talk ... time for a simulating experience. 
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What Makes 
Sim)city> 
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BS) curv 2000 


Mini-Tutortal 


The Start of 
Something Big 


Tutorial 1 City 


If you haven’t already, install SimCity 2000 to your hard drive and 
start it up. See page 3 for installation and starting instructions. 


Soon after you start SimCity 2000, alist of four choices will appear; 
it’s time for your first real decision. For this tutorial, we’ll want to 
start a new city. 


Click on Start New City. 


In mere moments you'll see a dialog box that asks you to make 
three decisions: how hard or easy you want your game to be, what 
year the game should start, and what your new city should be 
named. The defaults are Easy and 1900, which will be just fine, so 
all we need to do is type in the name. 


Make sure the City Name is highlighted and type in: Tutorial 1 City. 
Click on Done. 
Soon the founding of your city will be announced in the newspa- 


per. The newspaper is your tool for staying in touch with your 
adoring SimConstituents. 


Click on the headline. Read the story that zooms out. Click again. 
Open and read the other stories if you like, by clicking on them. 


T ‘Y we Hl Click in the Close box in the 
petra nnerriy UtOFial | City Journal | upperdeft comer of the News. 
paper to send it to the recycling 

Tutorial 1 mid Charter Signed bin. 


Negotiations Continue 


New Report on 
Hypertension. 
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New Report on Warts. 


: Congress : 
in Deadlock 


Weather Talk 


Chilly Weather 
°F imph 


SimCity 2000 Quick Start Guide 


You are now looking at the City window, where you will spend 
most of your time as you build, run and rule your city. 


Atthetop ofthe windowis the Title bar. It contains the current city 
date, the city name, and the amount of money you have in your 
city treasury. 


Over on the left side of the screen is the City toolbar. It has lots of 
buttons—your tools for creating and running your city. 


In the window itself you see the site of your city-to-be. A pristine 
wilderness: bare land, some forest areas and some flowing water. 
And the land isn’t flat—there are hills and valleys, peaks and 
canyons. The terrain is divided into tiny squares. Each of these 
squares is called a “tile.” Each tile is approximately one acre, ora 
200 x 200 foot square. 


We'll explore your new domain in a moment, but first, we need to 
take a detour and go straight to the top ... of your screen. 


Creative Labs DOS CD-ROM Bundle 


A Window on Your 
City 


Note: Every January, the 
Budget window will pop 
up. For now, just click on 
its Done button to make it 
go away. We’ll worry 
about the budget later. If 
the Newspaper pops up, 
click on its close box. 
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GS city 2000 


p fl ( 0 ll th p M p ll lJ At the top of your screen is the Menu bar. To use the menus, click 
] . h [ and hold on a menu name to open it, slide the cursor to the menu 
Onlg weld item you want to activate, then release the mouse button. 
Take a moment and open each of the menus, revealing their hidden 
glory, then open the Options menu and select Auto-Budget. 


This option makes the simulation repeat the same budget until 
you tell it otherwise—and stops that pesky Budget window from 
popping up and spoiling your view. 


Open the Disasters menu and select No Disasters. 


This setting keeps random disasters from occurring. (Those 
disasters really mess up a tutorial.) 


Put a Mew Spin ON | Ancspcaxing of vews, eno the vista aa valleys ofyour cy 
Th l Qs to-be. How’d you like another angle on the place? 


Click on the Rotate Counter-Clockwise button in the City toolbar. 


Do it again, then click on the Rotate Clockwise button until you find 
the angle that pleases you. 


As you can see, you can rotate the city and view it from all sides. 
This’ll come in very handy later, when you’re building your city. 
What’s that? You want a closer view? No problem. 


Click once on the Zoom In button in the City toolbar. Want to get 
closer? Click again on the Zoom In button. 


That’s as close as you get. (Notice that the Zoom In button is 
ghosted and unavailable.) Now that you’re here, how do you get 
around? Let’s zoom out for a wider view, then do some travelin’. 


Click once on the Zoom Out button, then click on the Center button, 
then click anywhere on the landscape. 


The landscape will redraw in the City window, centered on the 
spot where you clicked. You can also use the Scroll bars to move 
around the landscape, but the Center button gives you more 
precise control. 


Be eB be 
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Time to pick a spot to found your city. Since each landscape 
generated by SimCity 2000 is different, the landscape on your 
screen, and therefore the city that you build, won’t look exactly 
like the one in this Quick Start Guide—but it should be close. 
Kinda. Sorta. Maybe. 


Click on the Zoom Out button until you are as far out as you can get, 
and look for a nice, flat spot. 


Ifthereis water nearby, or even running through your spot, all the 
better, but not necessary. Once you've found your spot, it’s time 
to zone out. 


As mentioned earlier in What Makes a (Sim)City, we'll need three 
kinds of zones in our city: residential, where the Sims live, 
commercial, for offices and stores, and industrial, for factories. 


Survey your chosen territory and pick a spot to zone residential. 
If there is water nearby, include some waterfront in your zone. 
Click on the Residential Zone button. 


Click and drag on the landscape to form a rectangle where you want 
to make a residential zone. 


You can zone right over hills and trees. 
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Hake yourself al 
Home 


A nice, flat spot. 


Let There Be Zones 


$1560 


A residental zone. 


Page 9 


uy CITY C000 


Page 10 


Now find a spot for the industrial zone. It is in your Sims’ best 
interest to leave a bit of a buffer zone between residential and 
industrial zones. 

Click on the Industrial Zone button, then click and drag on the 


landscape to form a rectangle where you want to make an industrial 
zone. 


$1408 


Now find a spot for a commercial zone. Close to residential is 
handy. Some waterfront is nice, but not necessary. 
Click on the Commercial Zone button, then click and drag on the 


landscape to form a rectangle where you want to make a commercial 
zone. 


SimCity 2000 Quick Start Guide 


The Sims that live in SimCities may have that pioneering spirit, but 
they won’t move in until you supply electric power. After all, they 
are electronic life-forms. 


To supply power, you need a power plant of some sort and power 
lines to get the power to where you want it. Both of these things 
are available from the Power button in the City toolbar. 


Click and hold on the Power button in the City toolbar. 


Move the cursor to highlight Power Plant and release the mouse 
button. 


An assortment of power plants will appear, with pictures of, 
prices for and outputs from each plant. There is also an INFO 
button for each power plant that brings up even more fascinating 
facts. Power plants are not available to you until the city year 
reaches the time when that technology is available. In other 
words, you can’t have nuclear fusion in 1901. 


Click on the Coal power plant. 


The power plant assortment will disappear, and a grey 4 x 4ile 
shadow will follow the cursor. This is the size of the base of the 
power plant. Find a place—preferably near your industrial zone 
and far from your residential zone—to place the power plant. It 
must be placed on flat ground. 


Click on the terrain to place your power plant. 


Note: If SimCity 2000 won’tlet you placeyour 
power plant—and you’re trying to place it g 
on flat ground—then check your funds in the 
City window Title bar. If you don’t have 
enough money to buy the power plant, then 
you were a bit extravagant with your spend- 
ing. You can either go back and start over 
withanewcity—being more frugal this time— 
or open the Budget window and figure out 
how to issue a bond to get more money. 
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Power to the 
People 
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| | é 6 I] [ qd A f] # 0 fl Now we need to power up the zones. We'll need power lines to get 
the power from the power plant to each zone. Power won't travel 
YOu from zone to zone without power lines, even if they’re touching. 
Within zones, the building-to-building power lines are built by the 
Sims when they build their buildings. (But that’s a private sector 
problem—you only have to power up each zone.) 


Placing power lines can be a bit tricky, so it’s best to zoom in as 
close as you can get. 

3) Click on the Center button, then click on your power plant. 
Click on the Zoom In button until you are as close as you can get. 
Click and hold on the Power button in the City toolbar. 


Move the cursor to highlight Power Lines and release the mouse 
button. 


You're ready to lay some power lines. 


Click or click and drag to place power lines that connect the power 
plant to each of your zones. 


If you place power lines that aren’t connected to 
power, they’ll blink to indicate that they aren’t 
hooked up yet. If your power lines flash, then 
you’ve missed a connection. You may have to 
rotate the terrain to get a good look at your power 
plant from all sides. 


Note: Laying power lines in hilly areas can be 
tricky. You may have to rotate the landscape 
and zoom in for a good close look. Try tostayon 
flat land for this tutorial. 
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Nowall weneed is atransportation system, and your town should 
be ready for some Sims to move in. 


Click on the Road button in the City toolbar, then click and drag 
through and around your zones to set up a network of roads. 


By the time you get your roads down, some Sims should be 
moving into your town. 


Power cannot travel through roads without wires, so place power 
lines across the roads to make sure each section of every zone has 
power. 


Click on the Power button to select power lines again. 


Place power lines across the roads to connect all parts of each zone. 


Now sit patiently for a few minutes as your city slowly begins to 
grow. If nobody moves into your city, then it’s either because the 
zones aren’t powered up, or the residential and industrial zones 
are too far apart. (Sims like to drive their cars, but they hate to 
commute very far.) 


Your city should be growing now. Go ahead and add some more 
zones, or play with roads to get in some practice. Fairly soon a 
newspaper will announce to the world that your little town has 
reached the lofty population of 2000, and as a reward, you may 
build yourself a house. 


Note: If you don’t get this message within a few minutes, then 
you may not have made your zones large enough. 


This is but the first of many rewards that you will reap as mayor 
of SimCity. Rewards are based on population, and include your 
own house, a city hall, astatuein your honor and... well, you'll see. 


Rewards show up under the Reward button in the City toolbar, 
which is ghosted and unavailable most of the time. Once you 
reach the population of 2000, then the Reward button will no 
longer be ghosted. 
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The Drive to Thrive 


Your Just Desserts 


Page 13 


yy CITY e000 


Belly on Up to the 
(Tool}Bar 


Note: An important—and 
useful—thing to remem- 
ber about the City toolbar 
is the built-in help. Just 
hold downeither Shift key, 
and click on any buttonin 
the toolbar fora complete 
explanation of what the 
button does. 


Page 14 


Click and hold on the. Reward button, slide the cursor to Mayor’s 
House and release the mouse button. 


Place your house in a prestigious spot, preferably with a good view, 
and connect it to the rest of the town with roads and power lines. 


Congratulations. You’ve successfully taken a hunk of 
barren dirt and built a small city. But this is no time to 
» | rest on your laurels. For now, save your city to disk, 
then we'll move on. 


Open the File menu and select Save City. 


Your computer will save your city in the SC2000 direc- 
tory (or whatever directory you put SimCity 2000 in) 
under a shortened version of the long city name. See 
page 23 for details on saving files and file names. 


Let’s take a quick look at the City toolbar. A picture of the City 
toolbar with all the buttons labeled can be found on the back 
cover of this Quick Start Guide. 


If it ever gets in your way you can move it around the screen by 
clicking and dragging the bar at the top. 


All of the buttons in the top five rows activate submenus that give 
the button more power and flexibility. You’ve already seen that 
with the Power button. 


Click and hold on all the buttons in the top five rows, one by one, to 
see all their submenus. 


Two of the buttons will not do anything: the Reward button and 
the Emergency button. The Emergency button, which lets you 
dispatch police and fire departments to the scene of an emer- 
gency, only works during an emergency. And as youalready know, 
the Reward button only lights up as you reach certain population 
levels. 
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Seeing all those submenus should assure you that there’s a lot 
more to mastering SimCity 2000 than building a town of 2000 
people. For now, we'll concentrate on a few items that will prove 
useful to you right away: the bulldozer, landscaping and building 
bridges. 


The bulldozer has anumber of uses, but for now we'll concentrate 
on its Demolish/Clear function. 


Click and hold on the Bulldozer button. 

Highlight Demolish/Clear. 

Now go on a rampage through your city. Bulldoze any extra 
sections of road, abandoned factories or anything else you’d care 


to eliminate. (Don’t worry, the city has been saved to disk, youcan 
undo any damage you do by loading it back in.) 


The first time you doze something, it turns it to rubble (with quite 
a jolly explosion). Doze it again to clear the rubble. 


The Landscape button lets you add trees or water to the land- 
scape. 


Click and hold on the Landscape button. 

Highlight Trees and release the mouse button. 

Click or click and drag across the land to add trees. 

Trees add value to land as well as an aesthetic touch to your 
creation. Now for water. 

Click and hold on the Landscape button. 

Highlight Water and release the mouse button. 


Click or click and drag across the land to make a small lake—but keep 
it small, adding water is expensive. 


Water also adds value to land, and has recreational value, too. 
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Doin’ Some Dozin 


Over the River and 
Through the Woods 
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A Little Bridgework 
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And speaking of water, how do you make your roads cross it? 


Locate and center the screen on a lake or river that has flat land 
surrounding it. 


Click on the Road button. 


Click and drag the cursor so it crosses the lake or river. 


Just by laying a road over water, the SimConstruction crew knows 
that you need a bridge. So they pop up this dialog box to let you 
decide what kind of bridge you want and tell you how much it'll 
cost. There is also an Info button you can press for more informa- 
tion on each type of bridge. Depending on the year in your city, 
and the width of the water, you will be shown a choice of one, two 
or three different bridges you can build. For now, go ahead and 
build a causeway bridge. 


Click on the Causeway button to build the bridge. 
The causeway is only one of the three types of road bridges that 


you can have in SimCity 2000. Let’s build another one, or two if 
they are all available. 


Click and drag across the water next to the causeway. 


When given the choice of bridges, build a raising bridge, if it is 
available. 


Now build a suspension bridge if it is available. 


SimCity 2000 Quick Start Guide 


A handy-dandy feature of SimCity 2000 is the ability to add signs to 
buildings or spots of interest in your city. 


Click on the Sign button. 

Click on one of the bridges you just built. 

Type “Orthodontist’s Dream” into the dialog box. 
Click the Done button. 


At the bottom of the City toolbar are six buttons. The one with the 
question mark brings up a reminder that you can get help on each 
button of the toolbar by holding down the Shift key and clicking on 
the button. 


To the left of the help button is the Underground button. Clicking 
on it reveals SimCity 2000’s soft white underbelly, where you can 
build an underground transportation system and run water to all 
your city’s buildings. Clicking on it again takes you back up to the 
surface. 


The four buttons above Help and Underground are Show Buildings, 
Show Signs, Show Infrastructure and Show Zones. Each of these 
buttons toggles on and off different parts of the city. The parts 
aren't destroyed, they just turn invisible until you want to see them 
again. 


Zoom out, center on the built-up part of your city and play with the four 
Show buttons, the Underground button and the Help button fora while. 


Hang in there. We’re almost done with this Tutorial! 
Now take a look at the City toolbar and pick out the Demand 
Indicator. This lets you know what types of zones are in demand in 


your city. The bars stick up to show demand and down to show 
oversupply for Residential, Commercial and Industrial zones. 
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sive Ne a Sign 
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Show and Tell 


You're in Demand 


. 


a 
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What a Pane 


Hers Window 


Neighbors Window 
Population Window 


Graduation 


Troubleshooting 


lf Install Won t Work 
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To the left of the Demand Indicator are six buttons. Each of these 
buttons opens small information windows that sit on top of the 
City window. The information in these windows helps you under- 
stand what’s going on in your city, and helps you keep things 
running smoothly. 


Most of these buttons (all but the one with the money sign) work 
in two ways: 


1.Click and hold on them to see a small pop-up information 
display that disappears when you let go of the mouse button. 

2. Click and drag them away from the toolbar to open a window 
that stays until you tell it to go away. 


One at a time, click and hold on each of the six buttons, take a quick 
look at what comes up, then release the mouse button. (Note that the 
Budget window stays there unless you click the Done button.) 


One at a time, click and drag each of the other five buttons (all except 
the Budget window button) to open all the other windows. 


Close all the windows. 


Well, that’s it for the Mini-Tutorial. When you're ready for more, 
there are two more tutorials, a complete reference section and 
lots more in the manual (either printed or on the CD-ROM that 
SimCity 2000 came on). Now go play. 


Play. Have fun. 


Have more fun. 


If you have trouble installing or running SimCity 2000, take a look 
through this Troubleshooting section. It will answer most of your 
questions and solve most of your problems. If you have tried 
everything in this section and still need help, then call Maxis 
Technical Support at 1 510 253-3755. 


Make sure your mouse is connected and your mouse driver is 
installed. If it still won’t work, run the VESA driver for your card 
before you run Install. 
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SimCity 2000 has beautiful high-resolution (640 x 480) 256-color 
graphics. This is wonderful, but... there are just two itty bitty 
potential problems: 
1. The video card must be Super VGA with at least 512K of video 
memory. 
2. Each different type of video card that can display these high- 
resolution 256-color graphics works a little bit differently. 


What this means is that SimCity 2000 needs to know all about your 
video card before it can run. The Install program will look at your 
video card and try to figure out what it is. If it finds a card based 
on the S3 chip set (many accelerated graphics cards use it), or on 
the Mach 32 chip (some ATI cards use it), or if it finds a card that 
is compatible with the VESA standard, it will know what to do and 
continue with the installation without asking you any questions. 


If Install doesn’t recognize your card, it will make its best guess 
and present you with a few choices: 
1. Accept Install’s best guess (click OK). 
2. Click on the down-arrow next to the best guess to see ifit has any 
other bright ideas, and choose one of those (then click OK). 
3. Click on the Not In List button and look for your card amidst a 
bunch of cards that SimCity 2000 supports but can’t recognize. 


If you still don’t see your card, click on the Don’t Know button, then 
install a VESA driver for your card before playing SimCity 2000. 


VESA? What The Heck Is VESA? 

OK, we already said that the high-resolution groovy new video 
cards all work a little differently. And as software manufacturers, 
that pleases us almost as muchas banging our heads against brick 
walls while bouncing bowling balls on our toes. 


What the whole VESA thing is all about, is having a standard way 
to talk to all these video cards. Some cards come with the VESA 
stuff built right in, but for most cards, you have to run a special 
memory resident program, called a driver, for the particular 
video card. Then, programs like SimCity 2000 talk to the driver andthe 
driver talks to the video card. Simple. Easy. No problem ... almost ... 
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simtity 2000 and 
Your Graphics Card 


IMPORTANT WARNING! 


If Install finishes without 
asking you any questions 
about your video card, 
you might stillhavetorun 
a special VESA driver be- 
fore SimCity 2000 will run. 


Ifyou try running SimCity 
2000, and you get a mes- 
sage that says “VESA 
driver not detected,” then 
you will need to find and 
install a VESA driver for 
your card. 


For more information, 
read VESA? What the Heck 
Is VESA? at the bottom of 
this page. 
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What Can You Do About It? 


There are four things you can do to make your life with SimCity 
2000 (and a number of other programs) easier: 


1. Know what kind of video card you have, so you can tell Install 
what it is. (Look at the box that your video card came in; 
watch your screen closely when you first turn on the com- 
puter—sometimes the name of your graphics card shows on 
the screen; or ask the people who sold you your computer.) 


2. Find out if your card is VESA compatible. (Check with the 
manual that came with the card, or ask the person that sold 
it to you.) 

3. Get hold of the proper VESA driver for your video card (check 
on the disk(s) that came with your card or call the manufac- 
turer), and run the VESA driver for your card by typing the 
name of the driver then hitting the Enter key. 


4. Try UNIVESA, the generic VESA driver. 


Install puts a number of different VESA drivers onto your hard 
disk, including UNIVESA, in a subdirectory within the SC2000 
directory, called VESA. In the VESA subdirectory are different 
subsubdirectories for a number of different video card manufac- 
turers (and for UNIVESA). If your card is VESA compatible, find 
out the name of the driver. It might be on your disk, just waiting 
for you. If it isn’t there, try the UNIVESA driver. If that doesn’t 
work, contact your card’s manufacturer. 


Hey ATI VIDEO CARD Owners! 


On some ATI cards, even when Install recognizes your card, you 
might have trouble getting SimCity 2000 to run, and you'll get a 
message that says Error 35. In this case, all you have to do is run 
a program called MW_ATIUP.EXE before you run SimCity 2000. 
Install will put MW_ATIUP.EXE into the SC2000 directory. If this 
doesn’t work try running the ATI VESA driver, VVESA1.COM 
instead of MW_ATIUP.EXE. It’s in the SC2000\VESA\ATI direc- 
tory on your hard disk. If that doesn’t work, try running them 
both. 


SimCity 2000 Quick Start Guide 


This version of SimCity 2000 is bundled with a Creative Labs 
Sound Card and/or CD-ROM drive, and only supports sound 
effects on the Sound Blaster 16 and only supports music on the 
Sound Blaster 16 and Wave Blaster. 


If SimCity 2000 won’t run and gives you an error message that says 
“Microsoft compatible mouse not found,” then that means either: 


1. You don’t have a mouse driver installed—so make sure your 
mouse driver is installed before you start SimCity 2000, or 


2. You have a mouse driver installed, but it is too old to work 
with SimCity 2000’s fancy-schmancy new high-resolution 256- 
color graphics. In this case, you'll have to update your mouse 
driver. You can get them from your mouse’s manufacturer 
and from many different BBSs. 


If your computer meets all the hardware requirements and SimCity 
2000 won't run properly, it is probably because of a conflict with 
a TSR or memory-resident program. If you are comfortable with 
editing your CONFIG.SYS and AUTOEXEC.BAT files, then go ahead. 
Ifyou aren’t sure how to doit, or don’t want to, then make yourself 
aSimCity 2000 Boot Disk. Boot from this disk when you want torun 
SimCity 2000, and boot from your hard drive when you want your 
normal setup. 


Boot Disk Notes 

Making a boot disk includes creating two special text files, called 
AUTOEXEC.BAT and CONFIG.SYS. These are best created with a 
text editor, like EDIT, which comes with DOS 5 or above, or 
NOTEPAD, which comes with Windows. When you make these 
files, make sure you hit Enter at the end of each line and save the 
files to the root directory of the boot disk—and be sure to spell 
all the commands and the file names correctly. 


You can also create the AUTOEXEC.BAT and CONFIG.SYS files 
with any other text editor, or with a word processor—but make 
sure you save the file in plain ASCII text format. Ifthe files are saved 
in any word processor’s special format, they won’t work. 


Creative Labs DOS CD-ROM Bundle 


about Sound Cards 


Of Mice and Sims 


The SimCity 2000 
Boot Disk 


GOOD NEWS!! 
Install puts a handy- 
dandy utility program 
called BOOTDISK.COM 
onto your hard disk. It 
creates boot disks that 
work for most people and 
most computers. Give it a 
try! To run it: 

1. At the DOS prompt, type 
C: [Enter]* 

2. Type CDSC2000 [Enter ]* 

3. Type BOOTDISK [Enter] 

4. Follow the instructions 
on the screen. 

*Or whatever drive and/or di- 

rectory you instructed Install 

to put SimCity 2000. 
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ClTY 2000 To use the COPY CON command line method to create your 


Note: If you want to be able 
to access your CD-ROM drive 
so you can switch between 
the SimCity 2000 game and 
the SimCity 2000 manual (on 
CD) without rebooting, you 
will also need to add one 
line each to both your 
AUTOEXEC.BAT and your 
CONFIG.SYS files on the boot 
disk. 


These lines are different for 
every computer. To find out 
what they are for your com- 
puter, look at both your 
AUTOEXEC.BAT and your 
CONFIG.SYS files on your C: 
drive’s root directory with 
EDIT, NOTEPAD or any other 
text editor or word proces- 
sor. Find and write down the 
lines that deal with the CD- 
ROM drive, then type them 
into the AUTOEXEC.BATand 
CONFIG.SYS files on the boot 
disk. 


If you can’t find the lines, 
contact the technical sup- 
port department at the com- 
pany thatmade yourCD-ROM 
drive. 


If your computer only has 4 
MB RAM, SimCity 2000 may 
not have enough memory to 
run unless you leave out the 
two CD-ROM lines. 
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AUTOEXEC.BAT and CONFIG.SYS files (Step 3 below): 
1. Type: A: [Enter] 
2a. Type COPY CONAUTOEXEC.BAT [Enter] (for AUTOEXEC.BAT) 
2b.Type COPY CON CONFIG.SYS [Enter] (for CONFIG.SYS) 
3. Then type in each line below, hit Enter, and go on to the next 
line without waiting for the computer to respond. 
4. Press the F6 key when you're done with the whole file. 


Making the SimCity 2000 boot disk: 
Step 1. Placea blank, formatted diskin the A: drive and makeit into 
a boot disk with the SYS command by typing: SYS A: [Enter]. This 
will copy your system files to the floppy, making it bootable. (Be 
sure to label the disk so you can find it later.) 
Step 2. Copy your mouse driver (usually called MOUSE.COM or 
MOUSE.SYS) and your VESA driver, if necessary, to the boot disk. 
Step 3. Create an AUTOEXEC.BAT file on your boot disk to run 
SimCity 2000 and your mouse. It should look like this: 

PROMPT SPSG 

MOUSE (lf you are using MOUSE.COM) 

[the name of your VESA driver] (if necessary) 

[the line for your CD-ROM drive] (if necessary—see note at left) 

Cc: 

CD\SC2000 

SC2000 
If SimCity 2000 is not in C:\SC2000, change lines 5 and/or 6 to the 
correct drive and directory. If you are using a MOUSE.SYS file 
instead of MOUSE.COM, remove line 2 from the AUTOEXEC.BAT 
file above, and make a CONFIG.SYS file to run your mouse. Your 
COMFIG.SYS file should look like this: 

DEVICE=MOUSE.SYS 

FILES=30 

[the line for your CD-ROM drive] (if necessary—see note at left) 
Step 4. Reboot your machine with your new SimCity 2000 Boot 
Disk in drive A:. When you finish playing, remove the disk from the 
drive and reboot from your hard disk to return to your normal 
setup. 


SimCity 2000 Quick Start Guide 


There are actually two names for each city in SimCity 2000, the 
FULL NAME that you give your city when you create it, and the 
FILE NAME it is saved under. The full name can be up to 30 
characters, including letters, numbers, spaces and symbols. The 
file name has to follow all the rules of a DOS file name: up to eight 
characters (no spaces or symbols), and it ends with .SC2. SimCity 
2000 will automatically come up with a file name for you by taking the 
first eight “legal” characters of the full name—deleting spaces and 
symbols—and adding .SC2 to the end. You can also choose your 
own file names or change them when you save cities to disk. 


To save a city, select Save City from the File menu. If it has been 
saved before, it will be re-saved under the same name in the same 
place. If it has not been saved before, it will be saved to disk under 
the file name that SimCity 2000 comes up with. 


To rename your city or save it to another location, select Save 
City As... from the File menu. The Save City dialog box will open. 
To change the full name, click on the Full Name box and type in 
a new one. To change the file name, click in the File Name box, 
highlight the current file name and type in a new one. (The 
computer will add the .SC2 extension.) To change the directory 
where the city is to be saved, double-click on <..> to move up to 
a parent directory, and double-click on a directory name—to 
move down into them. To change the drive where the city will be 
saved, click on the drive letter on the right side of the dialog box. 
When you’ve chosen the full name, file name, directory and drive 
where you want to save your city, click on the Save button. To 
close the Save City dialog box without saving anything, click on 
the Cancel button. 


To load a city, select Load City from the File menu. The Load City 
dialog box will open. Double-click on the file name of the city you 
want, or single-click on the file name and click the Load button. 


You can search for cities in other directories by double-clicking 
on either a directory name or on <..> to move up to the parent 
directory. To see a city’s full name displayed at the top of the 
dialog box, single-click on a file name. Click Cancel to close the 
Load City dialog box without loading a city. 


Creative Labs DOS CD-ROM Bundle 


Notes and Stuff 
City Names 


Saving and Loading 
Cities 


Loading Cities 
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Keyboard and Mouse Shortcuts 

The Cursor Keys scroll the terrain in the City window. 

The Right Mouse button activates the Center tool. 

Home activates the Zoom In tool. 

End activates the Zoom Out tool. 

Delete (Del) rotates the screen counter-clockwise. 

Page Down (PgDn) rotates the screen clockwise. 

Shift-click on any button or control to bring up help. 

Shift-click anywhere in your city to activate the Query function and 
open little information windows. 

To cancel the placement of roads, rails, subways, zones, etc., 
press the Shift key before you release the mouse button. 

Hold down the “B” key while in City-building mode to temporarily 
activate the Bulldozer Demolish/Clear tool. 


The Terrain Toolbar 


The City Toolbar 


Make 
Coast Emergency 
Make River 
Rewards 
Sliders 
Residential Zones Industrial Zones 
Generate New ‘agg 
Landscape Ones 
Raise Terrain Lower Terrain Recreation 
Stretch Terrain Level 
ree Rotate Counter 
0 
Raise Sea Level Lower Sea Level i Rotate Clockwise 
Pl 
Place Water ein 
Place Zoom In 
Place Tree Freel Graphs Window 
Demand Indicator 
Zoom Out Zoom In 
Population Window d Industry Window 
Rotate Counter- Rotate : . 
Clockwise Godewice Neighbors Window et BD Budget Window 
Center Help Show Buildings : 75 cae 4 Show Signs 
Leave Terrain Mode Show Infrastructure at Show Zones 
and Go to City Mode Underground i Help 
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